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WHY ARE CTW GAMES DIFFERENT? 

Since 1968, Children’s Television Workshop (CTW) has 
demonstrated that one of the greatest vehicles for learning 
is fun. The computer activities developed by the CTW 
Software Group for CBS Software continue this tradition, 
drawing on the interactive capability of the computer. 

THE GOALS OF CTW GAMES 

These computer games have extended the goals 
pioneered by CTW in television with Sesame Street, The 
Electric Company and 3-2-1 Contact. Friendly and 
engaging, they encourage constructive play and active 
learning. CTW games allow players to experiment and 
explore, to think and solve problems, and to practice skills 
while they’re having fun. Each one is designed to be a 
family experience—where everybody plays together and 
learns from each other. 

COMPUTERS AND LEARNING 

Equally important, the computer has brought an exciting 
new dimension to electronic learning—that of interaction. 
A great deal of planning and research have gone into 
making these games responsive to players of different 
ages and learning styles. Whenever possible, the level of 
difficulty, pacing and direction of the games are under the 
control of the player. As the player responds to the 
computer, the computer responds to the player. 

PEANUT BUTTER PANIC is more than a playful exercise 
in physics. Players are encouraged to plan, cooperate and 
explore to reach a common goal. Sharing information as 
well as sandwiches is the recipe for success in this game. 
There are no winners or losers in PEANUT BUTTER 
PANIC—just players having fun while actively exploring 
an exciting computer environment. 


The games and materials in this package were developed by the CTW Software Group, 
a division of Children’s Television Workshop, in cooperation with CBS Software. 
Program ^1984 Children’s Computer Workshop, Inc. All Rights Reserved. 

'PEANUT BUTTER PANIC is a trademark of Children’s Computer Workshop. Inc. 
Package and Manual Design *1984 CBS Software. A Unit of CBS Inc. 



PEANUT BUTTER 

PaN|C 

Are you ready to spring for stars? 

THE SKY’S THE LIMIT! 

You're going to like playing PEANUT BUTTER PANIC. 

It’s a game made for kids just like you. 

At Children’s Television Workshop, we think kids are 
special. That’s why we thought about what kids like best 
and what makes games fun when we created this game 
and the activities in this manual. 

So, if you’re ready for fun, let’s get started! 






GET READY 

The Reference Card included with PEANUT BUTTER 
PANIC contains all the information needed to set up 
your computer. It also helps you get started enjoying all 
the fun of this game right now! So look at the Reference 
Card first and come back to this manual later for the rest 
of the details. 


NIBBLE ON THIS! 



Hi there, Nutniks! You look hungry. 
We know how much you love peanut 
butter sandwiches—so this game is 
for you! 


Your job is to work together to make as many 
sandwiches as you can, by catching stars 
to feed your Sandwich Machine. 

How can you catch stars? 

By jumping, of course! 



BEACH FOB THE STABS! 

You can jump from any place on your side of the 
Sandwich Machine. Use your Joystick* to move left and 
right, and if you think you can catch a star, press the red 
button on the Joystick to jump. TWINK! You caught it! 


*IBM-PCjr users have the option of using the keyboard instead of a Joystick. Refer to 
your Reference Card. 










When you land, your star will pop into the sandwich 
maker. The bigger the star, the more energy it feeds into 
your machine. When you’ve built up enough energy, a 
perfect peanut butter sandwich will pop on your stack. 
And remember, there’s only one stack of sandwiches—so 
share your supply. Now, hop to it! 

SPRINGING INTO ACTION 

What’s this? When you jump by yourself, you can’t reach 
the biggest stars! That's why you need your Star Spring! 

Using the Star Spring is the only way to snag those high¬ 
flying stars—but there’s a catch! You can’t use it alone. It 
takes two to spring for stars. Both Nutniks must move to 
their launching pads at the edges of the Sandwich 
Machine and decide who will launch and who will fly. 

Okay, launcher, time your jump and when you think your 
partner can catch a star, press your red button. 



TWINK! You caught it—together! 

(No Twink? That's okay, keep on trying; you’ll get the 
hang of it soon.) 

TAKE A SANDWICH BREAK 

You can bet that all that jumping will make you hungry! 
Each time you jump, you use some energy—and lose 
some weight. You’ll soon find that if you get too thin, you 
can’t catch any stars when you jump. What to do? Zip over 
to your sandwich stack and gobble a snack. See what 
happens? Your sandwich pile shrinks, but you grow—and 
you’re ready to jump again! 


SIZING THINGS UP 

Speaking of growing, Nutniks grow and shrink to three 
sizes. Your size depends on how much you jump and eat. 
And, how high you can jump depends on how big you 
are. Here’s what happens if you jump by yourself: 


Of course, when you use the star spring you’ll have to 
watch your own weight and your partner's, because both 
your weights will affect your springing powers. When you 
weigh more than your partner, you can launch him to the 
highest stars. When your partner weighs more than you, 
let him launch you. 

SNARF ATTACK! 

By the way, you’re not the only ones around who like 
peanut butter sandwiches. Snarfs do, too! Every now and 
then one of those Snarfs will sneak onto your screen and 
try to snatch a snack from your sandwich stack. How do you 
stop it? Jump up and catch the Snarf before it reaches the 
stack. Then your sandwich supply will be safe for a while 
. . . But keep your eyes and ears open, because those 
sneaky Snarfs can appear at any time! 

WHAT’S THE SCORE? 

Looks like it’s you against the Snarfs! Your score is based 
on the number of sandwiches you make. The Snarfs get 
points for each sandwich they snatch. So keep jumping 
for stars, but look out for those tricky critters! 

Each time you clear all the stars from the sky, a marker 
will pop up on the left side of your Sandwich Machine. 
You’ll get a new level and a new screen. There will be 
more stars in each new level . .. and more Snarfs, too! 





ACTIVITIES 

Here are two more ways to play with Nutniks. All you 
need is a pair of scissors and tape and the paper Nutniks 
and Stars on the last page. Here’s how to put these pieces 
together: 

1. Carefully cut out the Star Strips and Nutniks along the 
dotted lines. 

2. Fold the Star Strips along the solid lines, so they look 
like stairs. 



3. Find the two white boxes on each strip (they're on 
different ends). Tape or glue these boxes together. 

4. Pinch the corners together, one at a time. 





Fold the Nutniks in half along the solid lines. Then fold 
the small white flaps down along the solid lines. 

Tape or glue the flaps together. 




NOW YOU'RE READY TO PLAY! 




THE AMAZING NUT-MOBILE 

The Perfect Way to Let Them Hang Around 


You need the Stars and Nutniks, a pair of scissors, a piece 
of cardboard, a piece of thread 18 inches long and some 
glue or paste 

1. Carefully cut out the Star Bars along the dotted lines, 

2. Apply glue to the back of the Star Bars and press them 
down onto the cardboard. Wait for the glue to dry! 

3. Now, carefully cut away the extra cardboard around the 
Star Bars. Then cut away all the white spaces on the 
Star Bars. 

4 Take one Star Bar and tie one end of the thread around 
the notches in the middle. 



5. Tie on the second bar, about 4 inches up the thread. 

6. Then tie on the third bar, about 4 more inches up. Your 
Star Bars should look like this: 



7, Use the tail of the thread left over to hang your mobile, 

8 Now start hanging the Stars and Nutniks on the Star Bars 



The trick is to make all the Star Bars balance. What kind 
of Nutnik will balance a fat Star? What kind of Star will 
balance a fat Nutnik? You can only find out by trying . . . 
and you'll have a neat Nut-Mobile when you're done! 




I’M NUTS OVER YOU 

A Game of Shooting Stars 
You'll need the following: 

□ your Stars and Nutniks 

□ a piece of thread about 36 inches long 

□ a pile of paperback books (2 have to be good and fat) 

□ a pencil 

□ a 6-inch ruler 

□ a large spool of thread 

1. Hang all the Nutniks on the piece of thread in this 
order: 



2. Tie the ends of the thread together, to make a giant 
loop. 
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3. Slip the thread into the middle of each fat book. 
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4. Use the other books to make two 4-inch piles. Put the 
piles a foot apart. 

5. Stand the fat books on top of the two piles (You may 
need tape to help them stand up.) 

6. Put the pencil right under the thread, like this: 
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7. Place the ruler so it makes a see-saw on the pencil. 

8. Put a Star on one end of the see-saw and drop the 
spool of thread on the other end. This is what should 
happen: 



LOOK! A shooting star! 

9. Shoot your Stars at the Nutniks. If you flip a Nutnik 
over, add up the points on that Nutnik. When you’ve 
shot all four Stars, your turn is over. Set the Nutniks up 
again for the next player. Keep track of the score and 
see who can get the most points. 
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NOTICE 

CBS Software values its customers and believes they 
should be aware of their rights, not merely of ours, under 
the Copyright Law. To that end. we quote for the pur¬ 
chaser of this equipment the provisions of section 117 of 
that law which contains limitations on the exclusive rights 
of copying and adaptation which that law gives, among 
other rights, to copyright owners of computer programs: 

"Not withstanding the provisions of section 106, it is not 
an infringement for the owner of a copy of a computer 
program to make or authorize the making of another 
copy or adaptation of that computer program provided: 

1. that such new copy or adaptation is created as an 
essential step in the utilization of the computer program 
in conjunction with a machine and that it is used in no 
other manner, or 

2. that such new copy or adaptation is for archival 
purposes only and that all archival copies are destroyed 
in the event that continued possession of the computer 
program should cease to be rightful. 

Any exact copies prepared in accordance with the 
provision of this section may be leased, sold, or 
otherwise transferred, along with the copy from which 
such copies were prepared, only as part of the lease, 
sale, or other transfer of all rights in the program. 
Adaptations so prepared may be transferred only with 
the authorization of the copyright owner." 


Subject to those limitations, the purchaser of this 
equipment is granted a paid up non-exclusive license to 
use its software on one host computer. 




SOFTWARE 









